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- 60 Mio Budget
- 15 Study Centers
CELSTEC
- 120 fte, 7 Mio budget
Research Lines and topics
#1 Mobile and ubiquitous learning content 
Ubiquitous access to learning support and distributed multi-format learning 
content.
– Mobile Video and Audio Content (Youtube EDU, iTunes U), Cloud-
based learning content, Mobile data collection and aggregation,  
eBooks and tablet content.
#2 Orchestration of seamless learning support
Instructional design of nomadic and seamless learning support.
– Ubiquitous LMS access, Mixed Reality Games, Excursions and Field 
Trip systems, Mobile Augmented Reality, Mobile Learning Games, 
Object and location-based service access.
#3 Situated learning experiences
Connect the Learning and the real World, context-aware learning systems, 
sensor-based learning support.
– Experience sampling apps, Sensor-based learning apps, Situated and 
ambient displays, Context-aware social media, Tangible and smart-
objects for learning
Mobile Learning Applications Domains
• eHealth and healthcare
EMURGENCY: performance support and notification system, 
Handover procedures, Reference apps for daily practice
• Law and Management education
OpenScout, OUNL iPad pilots, UNHCR mobile simulated games
• Architecture and creative industries
MACE location-based content and social media, Cloud-based 
cooperation methods in design and architecture
• Cultural Heritage
Mixed reality field trips with Cultural Sciences
• Logistics
SALOMO: Situation Awareness and Mobile data collection
• Language learning
ELENA, PhD projects
• Teacher education and networking






• Trends and Technologies












Each year 1.2 billion new 
phones, Information can be 
accessed not only in city centres 
but much more important in 
rural areas, information will 
grow even more rapidly, 
mobile devices become more 
context-aware, new user 
interfaces
“mobiles as universal tools for 
reading, discussion, 
documentation, annotation, and 
others learning activities.”
350.000 apps and growing.
Mooble LMS
Glahn, C., & Specht, M. (2010). Embedding Moodle into Ubiquitous Computing 
Environments. In M. Montebello, et al. (Eds.), 9th World Conference on Mobile 
















#sensor technology can 
record data in a scalable way. 
http://quantifiedself.com/
#cloud technology can support 
seamless learning trajectories.
Wong, L.-H., & Looi, C.-K. (2011). What Seams Do We Remove in 
Mobile Assisted Seamless Learning? A Critical Review of the Literature. 
Computers & Education, 57(4), 2364-2381. Elsevier Ltd. doi:10.1016/
j.compedu.2011.06.007
d i s a p p e a r i n g
#display technology can create 
feedback loops ... 
Goetz, T. (2011). Harnessing the Power of Feedback Loops | Magazine. 




#AR technology can augment your 
perception of a context ... 
http://www.designbynotion.com/metamirror-next-generation-tv/















#3 CELSTEC: leren in context
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http://code.google.com/p/arlearn/
• Augmented Reality Games, 
• Excursions, 
• Mixed Reality Games, 









Florence case Amsterdam case Hostage case
Game 
design
Scavenger game Adventure game Decision game
Delivery 
Channel
augmented reality augmented virtuality augmented reality
Pedagogic 
approach




















#display tech. can support 
awareness and reflection.
Bachour, K., Kaplan, F., & Dillenbourg, P. (2008). Reflect : An Interactive Table for Regulating 























#visualisation and LA can 
support personal sense making. 
Heer, J., Shneiderman, B. (2012). Interactive Dynamics for Visual Analysis. Communications of 















To# unite# the# disjoint# scien.ﬁc# communi.es#
with# a# virtual# and# distributed# centre# of#
excellence#that#expands#the#capacity#of#each#












The STELLAR GRAND Challenge Cluster Waves
38
!
The STELLAR Instruments and Communities
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ARV GCP1: Open 





ARV GCP3: Rich-Media 
Assignments
ARV GCP4: Supporting an 
Open Culture of Design for 




ARV GCP7: Assessment and 
Automated Feedback
ARV GCP8: One Informed 
Tutor per Child
ARV GCP9: Improving 
Educational Practices through 
Data-supported Information 
Systems
ARV GCP10: Semiotic 
Recommender Systems for 
Learning
ARV GCP11: Enhancing 
Learning with Improved 
Information Retrieval
ARV GCP12: Open TEL 
Practices
ARV GCP13: Learning 
Reading at Home
ARV GCP14: Technology for 
Young Children’s Expression 
of Scientific Ideas
ARV GCP15: Evaluating 
Informal TELARV GCP16: Engaging the 
Brain’s Reward System
ARV GCP17: Drop-Out 
Prevention through Attrition 
Analytics
ARV GCP18: New Forms of 
Assessment for Social TEL 
Environments
ARV GCP19: Guidance for 
Technology Use in Early 
Years
ARV GCP20: TEL Plasticity
ARV GCP21: European TEL 
DataMart
ARV GCP22: Open Research 
Methodology Infrastructure for 
CSCL
Delphi GCP1: CSCL in 
teacher training and 
professional development
Delphi GCP2: Mobile 
augmented reality in health 
care and medicine
Delphi GCP3: Acquisition of 
graphical and digital  literacies 
through teaching with ICTs
Delphi GCP 4: Increasing 
student motivation to learn 
and engaging the disengaged
Delphi GCP5: Bridging 
informal and formal contexts 
to create a unified learning 
landscape
Delphi GCP 6: The ‘perfect’ 
Personalized Learning 
Environment
What is your 
Grand Challenge Problem?
43
What problems of the European 
education system are addressed, and 
what are the long term benefits for 
society?
44
What are the main activities to address 
this Grand Challenge Problem?
45
What is the timeframe for the Grand 
Challenge Problem?
46
What are measurable progress and 
success indicators?
47
How can funding be attracted?
48
www.openU.nl,
celstec.org,
marcuspecht.de
